joes The, game that started it all! 
ain” aati unique! role-playing game, players become Wizards, Heroes, 

es and, Dwar es as they venture d: ‘n unexplored dungeons in 
“scription is available on 
-- £6.75 


= a 
cafe -1St DRED Supplement: rhage Prasiey Genss 


20p 
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OWL & WEASEL from Games Workshop - London 


2m «£3.40 
BUACKMOOR - 2nd. Dap Supplerrént.’ Hit location, "Te .-£3.40 
ELDRITCH WIZARDRY = Grd B&D Supplement. Psion: + +£3.40 
GODS, DEMI-GODS & HEROES - 4th Supp. Rules fc +£3.40 
SWORDS & SPELLS - Miniatures fantastic wargarr / £3.40 
CHAINMAIL —Medieval miniatures rules with corr’ + ++£3.40 
MULTI=SIDED DICE ISETS'— 4468/4122 cova’ / + ++£1.95 
THE CHARACTER ARCHAIC - C recore +£2.25 
now / ~ 50+ 
Ze Bay 
sy Games ules ip 
| BATTLE of the 5 ARMIES ~ Based on the it / Os “Ze Hegel Eaeees 50 
CITADEL ~ Quest within a wizard's tower / 2 oy Pb» ‘ cards +2 £2.25 
DUNGEON! - Dungeon adventuring ona s_/ w g Soe eC 2, Pieces ...£7.95 
EMPIRE of the PETAL THRONE - The GP av Ve / are and 
explore Prof. Barker's / i £85 : - £16.75 
LANKHMAR - Fritz Leiber's own ga’ / oS e = /ofhisnovels ...£6.95 
WAR of WIZARDS - Spells at 50 pac xk K < of fo to the death ++ £4.95 
WHITE BEAR & RED MOON - Mar 4/ Us we ee B js Pass ++ -£6.95 
Misc. Role-Playing Game Rules S/ ed oe wy ‘A 
BOOT HILL - Rules for indivic if 19 2 e / .. +£3.40 
EN GARDE! - The game of sc oe / + drinking in the 17th C...£2.75 
GLADIATORS - A realistic § / at without dice +++ £2.25 
PREHISTORIC ANIMAL Cc suit and fight to the death... .70+ 


War Games 
1066 - The battles of S? 


astrated counters. Lots of bits. 68.25 


FIGHT in the SKIES - Q ‘ ounters, map, etc. -+.£6.95 
LITTLE BIG HORN - = / counters, map, etc. ++. £6.95 
MERCENARY -= Bri’ v, itury Europe. Map, rules, c'ters..£2.35 
POOR BLOODY IN  / «combat + -£1.60+ | 
OPERATION MAR. @ / 2 Rhine bridgehead +4 £2.50+ 
DO-IT-YOURSELF G+. @ / ‘warching to Richmond" (American 
Civil War), "The Peni. \ « Lancs. vs. Yorks. battle), "The 
Peninsular War" (Welling. as in Portugal & Spain) Cases. 148+ 
"THE PENINSULAR WAR" (Shire tons). Not a game, but a book on Pen.War. ~30+ 
Miniatures Rules Sci-Fi Games iS S 6 Q g 4 2 au 
Cavaliers & Roundheads (ECW). ..£2.25 ] STAR PROBE (Exploration a ||P & 3 Bos em 
Classic Warfare (Ancients). ..£6.75 Conflict in space)...24.25 ||=a ® 5 8 8h 
Panzer Warfare (WWII tanks). ..£2.75 STAR EMPIRES (1st Sup- 28 < Q 3 eel 
Tractics (WWII arm/inf. Boxed. ..86.75 plement to S. Probe)... 2 om 2 ° 8 ao 4 
Tricolor (Napoleonics)...£3.40 GALACTIC WAR (Battle be- ||? z o> 8 4 
Air Power (WWII aerial)...£2.40 tween 2 starfleets)...£1.00||< Te 2 62 = Fs m 
Don't Give Up the Ship (Sailing ship eas oS | 
combat). ..£3.40 Games Workshop catalogue one oe 
; -.10p + 6%p stamp epitea 5 
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Owl & Weasel is 
Games Workshop's 
monthly insult to 

to the wonderfull 
world of games. It 
is the result of 
years of subversive 
activities by its 
creators who are 
sometimes known as 
lan Livingstone and 
Steve Jackson. 


probably a good thing for me at least as it takes 
regenerate. Still, wouldn't miss it for the world 
nave to announce that Workshop will be closed for 
Nntil 4th January, inclusive. However, if any of 
in touch, we now have an answerphone machine 


We've made a couple of minor boobs recently and feel 
tated that Peter Swanson had done a lot of work 


NED AY 


at FULHAM TOWN HALL, 
HARWOOD ROAD, LONDON SW6 
on Saturday, March 12, 1977 


he NGC. This was a 
Uld 
e neadias Peter having 
done a lot of work for the 
IDA, sorry. In issue 19 we 
stated that David Pritchard 
and David Wells were no 
longer with G&P. Again, a 
spelling mistake and it 
should have read that Albie 
Fiore was now editor, David 
Wells was still puzzles 
editor and David Pritchard 
was editor-in-chief. Our 
most humble apologies G&P, 
and thank you for bringing 
the mistake to our attention. 
Advertisement - Are you fed up with eating mince pies and cold turkey sandwiches on Boxing 
Day. Aren't you bored with just staring at the TV all day with your clothes uncomfortably tight 


for 
spelling mistake and < 


fi 


Broadway tuts 


ADMISSION ; Aduits 50p 


HOW TO GET THERE 
Children 25p 3 


= Fulham Re 


‘Horabeoanal SSE TOWN Hace 


TIME : 10.00am ~ 8.00pm 
DETAILS : from Games Workshop, 97 Uxbridge Road, London W12 


through over-eating (not me actually, see above). Don't you feel you would like to do something 


a bit more creative and meaningful? If so, we have the perfect solution. Write an article for 
the O&W subscriber article competition. Woweee, you could win £5 worth of Workshop goodie. 
and could retire if you win on the pools next April. 

Probably the joke game of 1977 is likely to be Bunnies and Burrows, a Watership Down role 
playing game. Don't know when or how much as yet but we'll Probably stock it if any of you 
fancy a laugh or two. Why not? 


fantasy games. Will they be as 
Popular next year or will some 
new concept suddenly take over? 
Who knows? 

Anyway, thanks for sticking with 
us for another year and from 
Steve and I we wish you alla 
very Merry Christmas and a 
Happy New Year (see page 11 

for Déja w). 


GAMES DAY 


at CHELSEA TOWN HALL, 


KING'S ROAD, LONDON SW3 
1977 


on Saturday, February 12, 


ADMISSION : Adults 40p 
Children 20p 


HOW TO GET THERE: 


TOWN 


Oariey St 


(ee 

TIME = 10.00 am - 6.00 pm. nin 
NI 

(tel: 01 749 7¢ 


DETAILS : from Games Workshop, 97 | 


> 


PRE RIPGBCARER 


"GROAN!" - they all cry. "Not another Fantasy game!" 
Yes, another, this time from The Little Soldier in Maryland, 
USA. The Ringbearer is their only Fantasy game, beinga 
multi-player re-enctment of the "Lord of the Rings" plot. As 
a game it is a sort of cross between a tabletop campaign and 
a role-playing game and on looking through the rules it looks 
more than interesting, to say the least. Players control var- 
ious forces, eg. with 4 players, one plays the Ringbearer, 
Ranger and the Plains Riders; another the Citadel Men, Gan- 
dalf, the Elf and Dwarf; another the White Wizard and the last 
takes the Dark Lord. Each has different victory conditions but 
the underlying theme is the Ringbearer's quest to the Crack of 
| Darkness in order to rid himself of the cursed ring, whilst 
being pursued by the White Wizard, the Dark Lord and their 
cronies. Naturally, Gandalf, Strider and the other good guys 
are all around to see him right. 

The rules (40 pages) look good, with everything laid out 
clearly, including the tables. A point in its favour is that, al- 
though it is a figures game, there are only a certain number required and thus it is possible 
to buy a complete game set at one go. About 75 are needed and suitable figures are all in the 
Minifigs range so there are no problems about having to use Lizard-Men to double as Giant 
Frogs, etc. One possible drawback is that the game ought really to be played on a pre- 
constructed model landscape (about 4x5ft.) and this could take some time to set up. A sug- 
gested set-up is given in the rulebook. 

The fantasy aspect in games of this type always seem to appear in the 'Special Units & 
Abilities' sections of the rules. In fact a couple of sections in the rulebook deal with the dif— 
ferent abilities of the characters, eg. the Ring renders its wearer invisible, but the more 
he uses it, the greater chance it has of taking control of him. The White Wizard may use 
his powerful Voice to persuade any troops that they are wasting their time trying to siege 
his castle. Gandalf, though, is surprisingly impotent, being mainly a morale-booster. 

Different areas also have magical powers, described in the rules, and there are a num- 
ber of optional rules which add depth to the basic game. Coclusion? Looks good. This game 
is particularly likely to catch on around the clubs, with the players and space for a large 
set-up. The game was designed by Dan Bress and Ed Konstant who seem to have done an 
excellent job of setting the rules out clearly and simply. More when we've played it — no, 
come clean, lad - more when someone else has played it and sent in their comments! 


Der Hubrer 


Another Little Soldier game, this one being vag- 
uely along the lines of Avalon Hill's "Qrigins". It isa 
pouched board gare of political warfare based on the 
rivalries between the Nazi, Communist, Social Demo- 
cratic, Nationalist and Centre parties of 1932 Germany. 
The full game requires 6 players and each seeks to be- 
come Chancellor by having his party elect more dele— 
gates to the Reichstag than anyone else. Delegates are 
elected in a series of elections in 15 provinces and 
provincial areas. 

There are certain platforms which players may 
choose to mount their campaigns on: Conservative, Law 
& Order, Liberal, Pro-Labour, Socialism and/or 
Demagoguery. Political fund points are allocated at the 

(Contd. p.8) 3 
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Michael Hod 
“Avalon 

‘sp 

fo} isest 
Tally-Ho Games 
650 High Road 
N. Finchley 
London N12 


(Tel. 01 445 3044) 


‘The ‘shop will stock all the Wargames Mike 
can find, adult games and fantasy games 
including TSR games (of course! ). 

The nearest tube is Woodside Park plus a 
ten minute walk or East Finchley then 
catch 104 or 268 bus. 

THE TIMES 

Who bought The Times on Dec. 14th and 
read the article by Robin Young entitled 
'The games big people play'? 

Games Workshop, believe it or not, got 
about 4 column inches dedicated to staff 
of two and games. Fame at last! 


NEW FROM SPI 


Two new games from SPI that might be 
of interest to Fantasy and Science Fiction 
fans are: 
DIXIE: North vs. South in the Twentieth 
Century. A folio game postulating a 
Confederate victory in the Civil War 
with a rematch being fought in the 1930's. 
It costs £3.15. 
OUTREACH: Galactic Expansion in the 
30th Century. A game of exploration, 
colonization and warfare as the frontier 
of humanity is pushed out into the Milky 
Way Galaxy. 
It costs £5.25 (Z-Pack) 

£6.25 (boxed) 
Incidentally, if you hadn't realised from 
the above, SPI prices have gone up. 


UK WARGAMERS 


UKW is a new organisation 'designed to 
bring together all players of Avalon Hill, 
SPI and similar wargames". 

They will publish a quarterly newsletter 
called CONTACT which will publish names 
and addresses of all subscribers, area by 


area (sort of gamers Lonely Hearts Club mag 

I suppose) but will also contain features, news, 
games analysis, reviews, skill ratings and 
news of local groups, the formation of which 
they hope create. 

Other ideas from the UKW Think Tank are 
games discounts for members and the staging 
of regional and national conventions. 

If you are interested then either send for 
further details or if you don't want to hang 
about, send £2.00 to UK Wargamers, 74 
Cherry Tree Rise, Buckhurst Hill, Essex. 

We can't recommend it yet as we've only 

seen their flyer so we'd be gratefull for some 
feedback from any of you who join. 


WHITE BEAR & RED MOON 


Last issue we reviewed WB & RM and stated 
that 'The Wyrm's Footnotes’, the game's own 
fanzine, was available free by anyone who 
completed and returned a market research 
type card included with the game. Well, 
Gregg Stafford, the inventor and producer 
of the game has decided to stop this service 
on exported games for financial reasons and 
all the games now being sent our way do not 
include the card. 

However it is for sale and The Workshop has 
just written off for a quantity which should 
arrive in February including, we hope, issue 
2 and maybe issue 3. Being $1.50 in the US, 
it will probably have to sell for £1.25 over 
here (Same as The Dragon). Let you know. 
However, there is some good although vague 
news from Gregg. He's got some reliable 
helpers to ease his WB & RM administration 
constraints to allow him time to design new 
games. What all this means is that things 
will be happening sooner than before. 
Sooner than before includes: 


1. ARDUIN GRIMORE, a role playing game a 


booklet by Worldmaster (?}) Dave Hargrave. 
Price yet undetermined. Gregg reckons it 
should be out round about February. 

2. Some kids games, unamed, unpriced etc. 
3. NOMAD GODS isa priority item and is 
entering the writing stage but we don't know 
what it is about! 

4. SHADOWS DANCE, a WB & RM role 
playing stat booklet. 

5. Some simple games of magic for wives 
(anti-sexists will kill him) and non-gaming 
friends. 

6. Some fantasy miniature rules. 

That should keep him busy over Christmas! 


RGI - a reprieve 


You might remember in O&W 18 we reviewed RGI games and came to the conclusion that they 
were all rubbish. We didn't, however, play all their games and the sweeping "rubbish" title 
was based on Creature Features and a couple of others that are rubbish. But we hadn't tried 
out PATTON or HOLIDAY and last issue Don Turnbull leapt to the defence of RGI with an 
offer of a reprint from Albion 47 to prove his point that they weren't all useless. So, we've 
gratefully accepted his offer and below is Don's review of PATTON. HOLIDAY next month. 


Pattom: The game box is 18%" x 14" x 1%" — perhaps slightly large for the collector, but 
necessary I suppose for the size of the board (26" x 19" - one fold). The board is substantial 
though the maps tend to part company with the board at the fold. Patton, being three games 
in one, has three maps - one full size of Sciliy, two half-size of the Battle of the Bulge area 
and the Normandy Breakout area as far into France as Le Mans. The equipment is simple, 
very simple indeed, for both sides (Allies and Germans); counters representing armoured 
units are twice the size of those representing infantry units. The counters are die-cut, and 
I thought they were rather thin and insubstantial until I realised that they had some sort of 
plastic coating on them (either a piece of card sandwiched between plastic slices, or plastic 
throughout - I can't decide), There is also a pack of movement cards and 10 dice (5 red and 
5 white). The rules folder is quite clear and free from ambiguity, though not by any means 
a plush effort. On the whole I wasn't impressed by the physical quality of the equipment 
although it is functional and will be long-lasting. However there isn't that touch of top 
quality we have come to expect from many American games manufacturers. Somehow it 
lacks 'finish', and the cover of the box isn't going to bring customers Flocking to that stand 
in the store. RGI - 1 think you could have done yourselves more credit in this department 
considering the price tag of $8.00 (could have gone up by now of course). 

Strictly speaking, the title of this triad of games is 'Major Battles and Camp- 
aigns of General George S. Patton', from which you might be led to expect a war-game. In 
the sense that 1812 (Gamma Two) is a wargame, you would be right, but don't expect any— 
thing on the lines of SPI or AH products. The three games use similar mechanics, so I 
won't waste time talking about the individual games, beyond mentioning that they cover: 

1. The Breakout of Normandy; 

2. The Invasion of Sicily; 

3. The southern flank of The Bulge and the relief of Bastogne. 

Special rules are provided for each scenario, and there are three maps, all constructed in 
the same style (major towns connected by solid lines, dashed lines or dotted lines). The 
difference between the three types of connection is merely one of movement factor — it takes 
one unit (armoured or infantry) 1 movement point to move between two towns on a solid line, 
2 points if along a dashed line and 3 points if along a dotted line. 

The difference between armour and infantry is rather cleverly handled at this 
level. Each armoured unit is full-strength in the sense that, in combat, one die is rolled 
for each armoured unit involved. However,using the same criterion, each infantry unit is 
only half-strength - you need two in a battle to earn the roll of one die. Thus the "shack! 
power and mobility of armour is reflected in a cute, though of course rather approximate 
way. Movement cards form another interesting novelty. Each side has a pack of these cards 
which announce a variable number of movement points, from 1 to 10. The American starts 
first; let's say he draws a 6. That means that he can use up to 6 movement points in that 
turn, distributed amongst his units as he wishes. When the German turn arrives, if he 
draws a 3, he is allowed 9 movement points (his 3 plus the previous 6). If the American, on 
his next turn, draws a1, he gets 4 points (his 1 plus the previous 3). And so on. Had they 
been used individually, for each side, I would have criticised these cards like hell. In this 
format, the movement is in a sense random (dictated by variable supply, I suppose, trying 
to be realistic, and/or weather conditions, action of the enemy air-force etc.) but both 
sides suffer to the same degree, though not necessarily at the same time. 

Battles occur when units of one side approach a town occupied by enemy units. 
Combat is resolved by rolling dice - another neat little scheme which gives advantage to the 
stronger side, in terms of beating off the enemy and taking enemy casualties, but which 
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also allow: 
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i agaist the odds'. Two results — determination of casualities 

om, one! set of dice rolls. 

Well; I, haven't found any flaws in the rules yet, and all three 

‘The’ twol'small! games last perhaps an hour each, Sicily, 
irs, may last longer, but usually comes to a practical 

St S\Bre very easy to follow, and an experienced gamer 

3 sion, or interpretation. I suspect Sid Sackson, the 

iculously, particularly in terms of play-balance, 


since 
‘end _in’ 
Willa ve 


ist evident From fhe erie ey 
Aga ay the question is = how does. this & We compare with others on the market? And is it 
likely to appeal to a marl Which could be pardoned for saying it is glutted with wargames 
already, and can't cope with any more, thank's very much? Well, in Patton you are getting 

to compare it with, say, 1812 (Gamma Two) which is $2 
more but phisically more lavish and durable; one should really compare Patton with a $4.00 
wargame (if there is one). 

It does compare with 1812 of complexity and general approach to a military 
problem. It makes no pretence of being a wargame as we know it (though perhaps - vide Cam- 
aign - the pulicity is m though nowhere near to the same extent) but 
instead presents a quasi-rmilitary problem in simplistic terms. 

Having got the caveats out of the way, therefore, I can rate Patton highly for your attention. 
‘You may be annoyed by the physical quality (for instance, they could have used plastic cones 
or something like that at much the same expense but with a marked ease in handling the 
characteristics) but I warrant you'll enjoy the game and find it challenging. As with 1812, 
there are many approaches to the problem, for both sides, and no clear solution. Players 
will find themselves very much on their own, and no two games are likely to be alike in style 
and strategy. 

Incidentally, you purist geographers will have to turn a blind eye when you see the maps. The 
countries depicted bear very little relation in shape and size to the real thing. Those of you 
who complain to SPI that 300 yards of minor road has been missed off the Ardennes Offensive 
map — you will have a real ball with this little lot. I suppose you could call them approxim— 
ations, and wild at that. 


three games in one. But it is unfair 


» however, in level 


sleading on this si 


ore, 


++Don Turnbull++ 


++Thanks Don for your review which conflicts more than a little with rubbish label we hung 
on RGI. Sorry RGI 
but you ought to be 

a bit more consist- 
ent with your range. 
It must be bad policy 
to have such varying 
games manufactured 
by one company for 
once bitten, twice 
shy and all that. We 
had played Creature 
Features and had 
been put off for life! 
If Don had not come 
to their rescue, I for 
one would not have 
given Patton a look 
in. 

Anyway, perhaps we 
now look forward to 
the review on HOL- 


DAY next month. 
I 


- Pews from Bree 


The fanzine of Science Fiction 
and Fantasy Games. Litho 8-12pp 
with pretty pictures. Reviews 
of games, miniatures, magaz:ces, 
fanzines, books, rules &©. 
_ Currently about 50% D&l with new 


monsters, tricks and traps and 
general mayhem — would you bel- 


ieve D&D Rollerball? We also 
run a section on large scale 
postal games and another on 
Diplomacy variants. Sample 
issue free from 7 Cambridge Road, 
Beaconsfield, Bucks HPO HH, 
United Kingdom. 
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GITADED 


Citadel ts a fantasy board game about a bunch of heroes attempting to steal a magic talis— 
man from a wizard's tower. It sells for £2.25 and consists of a rule book, a sheet of cut 
out counters and six double-sided game boards. 
The counters and boards are made from stiff paper and if you want it to last, the counters 
should really be mounted and the boards covered with plastic. The rule book is sensibly 
put together and makes interesting reading, apart from being easy to understand. 
The mechanics of the game are as follows; the chaotic wizard chooses his monsters and 
traps to guard the talisman and the number of points that these defences cost limit the size 
of the heroes' forces. The wizard then puts in place the doors, monsters, traps, a few 
blank cards and, of course, the Talisman. It is to be noted that it is not allowed to place 
the talisman so that the heroes cannot reach it, i.e. by putting it at the end of a dead-end 
passage with a sinkhole ( a bottomless pit) in front of it. When these counters have been 
inverted, the hero opens his eyes, takes off his blindfold or whatever and chooses his 
heroes. He must then enter the tower, find the talisman and escape. 
In order to discover the nature of an inverted counter, a hero must move up to it, it is 
then turned right way up and if it isa monster, it attacks, if a pit, the hero falls into it 
and so on. During the time when the heroes are searching for the talisman, the wizard has 
little to do. Once the talisman has been found though, he must stop the heroes from leaving 
his tower alive and to this end may move his forces to intercept the fleeing thieves. The 
heroes usually suffer heavy losses, mainly while exploring the tower, but this is offset by 
the restrictions imposed upon the chaotic player with regard to his units until the talisman 
has been found. 
Due to the small size of the playing boards and the simplicity of the combat system, each 
game rarely lasts longer than an hour, but even so it is an exciting game and one which 
1 would highly recommend. 

+H4D.JU. Giffint+ 


WORLDBEATER 


A brief mention of Intellect's game Worldbeater, 
Dunlop tyre company who manufacture a tyre of the same name, was made in O&W 11. 


manufactured in co-ordination with the 

So 
let us look more closely at it. 

The board is a simplified map of the world with the land being split up into ten different 
areas, each area containing seven towns. A hexagonal grid is used For movement and some 
are marked P for port and F for frontier. Initially 70 tokens, valued from 1 to 6 points, are 
placed individually on the 70 town hexes. They are positioned in such a way that it is easy to 
capture low scoring tokens but not so easy to capture high scoring ones. Each player is then 
given 4 car (wooden!) and six cards which can be either used as an advantage to the holder 
or a disadvantage to an opponent. 

The object is to travel from Fort Dunlop, U.K. to New York collecting at least one but no 
more than two town tokens from each area. Movement is the most novel feature of this 
game. You can move from the hexagon you are on,in any direction, for as many spaces as 
you wish ina straight line. If you reach a town token you may stop, take it and then move off 
again in any direction. Kikewise tf you land on a port or Frontier you can stop and then move 
off in any direction so long as you leave the area you are in. Your move ends when it is no 
longer possible to travel in a straight line, or when you have collected two town tokens. It 
thus makes it possible to travel for a considerable distance in one move if you wish. 

So how do you win? Well upon arriving in New York you score points in two ways. Firstly 
the value of the tokens collected, plus points for the position you arrive in 1st, 2nd etc. 
Tactics thus become obvious. Either a slower route collecting two tokens of higher value 
from each area but receiving low points for your position, or collecting less tokens arriving 
quicker and receiving higher positional points. 


(cont. page 10) 
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New members this month.are: 


Eddie Pennington ~ (term) Prescot Hall, C.F. Mott College, Liverpool Rd., Prescot, 


Merseyside 
— (home) 40 City Road, Kitt Green, Wigan, WN5 OBD 
John Collick - 12 Melrose Road, Bishop Monkton, Nr. Harrogate, Yorks. 
Dave French - 19 South Parade, Gainsborough, Lines. DN21 1UQ 
Lew Pulsipher - London House, Mecklenburgh Square, London WCIN 2AB 
Dear O&W, Dear O&W, 


How on earth does one runa postal D&D adventure? 
There a lot of us here in Glasgow, Dundee, Inverness and Ed- 
inburgh who would like to start one, but all we can see are 
tremendous difficulties. For example, every time the partic-— 
ipants have a choice, these have to forwarded to them, and 
their choice returned. Delays. We can see how to get round 
combat, etc. , but the actual working seems insurmountable. I 
would be delighted to hear from anyone who is running a cam- 
paign, or to read about how they overcame their difficulties 
in O&W, 


Ed Walsh's quest— 
ions (O&W 20) have been 
discussed in American fan- 
zines many times. The acc— 
epted reason for the limitation 
on clerics , which may come 
from TSR, is that medieval 
clerics (clergy) swore not to 
spill any man's blood, yet 
there were times when it was 
- necessary to take up weapons 
in the name of the Lord. Blunt weapons were used to avoid spilling blood, though the victim 
was just as dead. Whether this actually occurred or is apocryphal I do not know. Some have 
suggested that magic-users cannot wear armour because it is iron, but this still doesn't explain 
why non-ferrous armour might not be used. One could argue that any armour limits a magic- 
user's dexterity so much that he can't get off any spell - any armour will completely prevent 
some kinds of movement. The accepted idea, however, seems to be that magic-users must 
maintain a certain frame of mind, and wearing armour, with its connotations of physical com- 
bat, destroys the Frame of mind. OF course, the real reason for both limitations is to (try to) 
balance the game. 

I've been over here 2% months working on my PhD and hunting for a D&D campaign. They don't 
seem to exist! Even regularly meeting wargame groups of any kind seem very rare; I've only 
found Ealing, Sigma, City University, and (not really regular) Hanway Street. I intend to help 
set up a regular D&D campaign at Kings College next term, but Primarily for KCL people, I 
think. Lew Pulsipher 


DER FUHRER (Contd. from p.3) 
Start — these are the game's main currency. In addition, the current Chancellor is given 
Propaganda Points and the Nazi and Communist parties are allowed Street Mob (!) Points. 
Then comes the campaign, as each of the 15 areas are visited and fought over. The bat- 
tles do not result in eliminations, but simply allocate delegates elected in that particular 
Province. While planning electoral.strategy in a particular area, parties may make use of 
@ number of tactical elements: Propaganda, Street Mobs, Rally Bans, the Army, etc. and 
although too lengthy to describe here, the actual method of fighting elections looks good. 
Equipment consists of: a 17"x11" Playing map of Germany broken up into provinces, a 
sheet of party markers (to be cut out) and the rules (which include optional rules for solo 
and advanced play). All that's needed is a 6-sided dice. 


John Robertson 


+H4S I++ 
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Each one a Masterpiece ? 


Berwick, probably better known for their toys, have just produced a series of eight games 
(most under license from Seven Towns of Sigma File fame) in their MASTERPIECE series. 
".....a mew generation of board games..... three years in the planning and preparation.... 
each one is a masterpiece....." So says the blurb, but what are they really like? 
Most are children's games and so not of specific interest to Weaselers. But with the advent 
of Christmas some would make useful presents. MONSTER MADNESS (age 5+, 2-4 players) 
is a cross between 'Family Favourites' and 'Snap'. Players race to be the first to lay a card 
of the correct 'Monster Family! and sequence as dictated by a spinner. DOGSBODY (age 5+,2- 
4 players) is played by passing cards between all the players in order to collect a set of a 
dog's body and then announce the type of dog completed. The other players then make a dash 
for the box to grab the correct model. MONKEY BUSINESS (age 6+, 2 players) is a sort of 
Junior Mastermind with a touch Hangman. Three cards from a pack of twelve ( 4 Fruit x 3 
colours) are hidden and a duplicate pack is used to discover which. If wrong in one or two 
respects then one or two pieces of a plastic monkey are placed on the table. The monkey's 
‘dinner' must be discovered before the monkey is complete. THE OLD SHELL GAME (G+, 
2-4 players) is one which could be of interest to readers as I] feel there is a high degree of 
skill and strategy required to play it. Each player has three shells of a distinctive colour 
under one of which he hides a 'pea'. By a throw of the dice these are moved across the board 
ina race to the other side. On the way one may challenge/be challenged by the others — the 
unsuccessful being returned to the start. SLAPSTICK (age 7+, 2-4 players) uses the current 
interest in Laurel and Hardy as a theme. Players move through various rooms on the board 
aiming to get rid of various Joke and Trap cards. These are given up in different ways e.g. 
Custard Pie joke cards are 'thrown' at a player in the next room and the Trap cards can be 
left behind as you leave e.g. Gluey Treacle cards which cements players! feet to the floor 
until they throw a 5 or a 6. Fun for the family. 
There are three 10+/adult type games: MISSION IMPOSSIBLE, BATTLE OF BRITAIN and 
REACH FOR THE SUMMIT. Peter Cherry in O&W 16 advised "...never buy a game which 
is named after a TV series. In principle I agree but would name Escape from Colditz and 
North Sea Oil as exceptions although he is, however, right in the case of MISSION IMPOSS- 
IBLE. This is KGB out of Cluedo. Players are secretly given the identity of an agent (British, 
Chinese, Russian etc) and an assignment to eliminate one another. Each agent has certain 
distinguishing features: glasses, beard, warts the size of raspberries etc (lan?) which are 
duplicated on cards placed by that player on the spaces of his colour. By moving over the 
spaces, players try to discover the identity of the others and complete their assignment before 
they themselves are eliminated. This game suffers the same faults as other games of its type 
in over dependance on dice. Also, if a player is eliminated early, he has a long wait while the 
game grinds to an end. Incidentally, it's a 3-6 player game. 
BATTLE OF BRITAIN (2-4 players) is a game which ",...relives the greatest air battle in 
history.....fly with the 'few'.....this is THE war game...." This is the game which I opened 
with the greatest expectations which is probably why it was so disappointing. I did not expect 
an AH/SPI type game but it did seem to have exciting possibilities. It aims to combine both 
chance and skill and it is unfortunate that its most original feature, the equipment, is where 
\t falls down - literally! This consists of hexagonal bases into which are fitted plastic spikes 
with notches at intervals. The aircraft (5 black Messerschmidts (?) and 4 different coloured 
Spitfires) have 'keyhole' slots in them so that they fit over the spikes and if turned through 90° 
can 'fly' at various altitudes. At least that's the theory — in practice great care has to be taken 
tn adjusting and movement otherwise they plummet to zero feet! Also the spike has to be fitted 
precisely as it is vital to the game in which direction the planes are Flying. The board shows 
a section of the English Channel with a superimposed hexagonal grid. The English coast is 
divided into four sectors (in this game the 'few' are up to four), each has airfields, radar posts 
etc. If these are destroyed by German planes it limits the mobility of the British planes e.g. 
Airfield — can only refuel with % tank from friendly airfields. Spitfires have a movement factor 


(cont. over) 
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ey h 
of 2 hexe s\While the German 
planeg fly at ran fictated by @\ Spinner. This 
is upfortunatelly|idisAppointing\but pehhaps the 
equipment could be ac lapted For‘other!\games. 

By fap the bestiand|mestleXciting' dr the series 
is REACH FOR THE SUMMIT (2=4 players). 
This/is also a combination of Chance and skill. 
Each player has 5 pawn =tYPe pieces which are 
joined together by plastic tropes" and divided 
into two groups: a line,of 8 (Support party) and 

2 (Assault team). The assault team carries an 
extra rope for linking up the whole team before 
reaching/the Summit. The beard isa rectangular 
grid of equilateral triangles. Players bases are 
in each corner, the summit is in the centre and 
there are a number of supply bases which the 
support party must reach before the assault team 
can move on. Players race to reach the summit 
and return to their own base. The sides of the 
triangle are the same lengths as the ropes and 
are of different colours to indicate movement 
costs i.e. green:1, red:2, yellow:3. The move- 
ment allocation is decided by, guess what, two 
spinners:- a weather spinner (climbing conditions 
perfect —- double score or maybe blizzard, zero 
visability - missa turn). The other spinner is 
numbered 2-7. The skill element comes in how 
one uses one's allocation. The full total must be 
used each turn and each party must move a unit 
and it is here where the originality lies. It would 
have been preferable to more skill than chance 
but as it stands it is an interesting game. I also 
have two moans about it: 

1. As Weaselers are aware, an equilateral tri- 
angle is 1/6th ofa hexagon so if the board were 
hexagonal rather than rectangular, up to 6 play- 
ers would be able to play. 

2. The pieces are hollow and tend to overbalance 
so I have weighted mine with 'Blu-tack! 

I've just thought of a third moan. If you, like me 
dislike spinners, use a 6-sided (157) die anda 
12-sided 'D&D' die for weather. 


WORLDBEATER cont. from p 7) 


However, the game is not finished yet 
for now comes the tricky part. You must 
now return to Fort Dunlop replacing the 
tokens picked up although the only points 
to be gained on this return journey are 
Position points. One interesting feature 
of the return journey is that replaced 
tokens cannot be passed over thus acting 
as a blockade to opponents. 

The winner is the player who has the 
most points after all have returned to 
Fort Dunlop. 

That is basically it except for a few rules 
here and there regarding losing a few 
points for various reasons. 

On the whole an exciting game. Good fun 
and yet plenty of tactics. The game is 
of Intellect's usual high standard of pro- 
duction. However, Printing the rules on 
the inside of the lid is not such a good 
idea as, for space reasons, they have 
left out one or two minor points which 
you have to work out for yourself e.g. 
can more than one player be in New York 
at the same time? The answer is yes; I 
wrote to them asking, plus a couple of 
other points which I clear up in this art- 
cle. For instance using replaced tokens 
as a blockade, the rules say nothing 
about this and leave it to your own inter-— 
pretation. 

Anyway, I like the game and as I bought 
it, it's just as well! It can be recomm- 
ended both as a good family game and 

as an enthusiast's game as there is lots 
of room for out-thinking your opponents. 
And there are not many games that fit 
into both these categories as well as 
Worldbeater. 


+4+S. Mourton-++ 


Competition Category: General 


++Kendall Johns++ 
Competition Category: General 


++Mmmm I don't know about all those volcanic 
warts that are supposed to have erupted all 
over my face without my knowing it but it would 
appear that Berwick games are Pretty warty 
themselves. Anyway, thanks Kendall for the 
warning and for saving us some cash. ILH 


MINIATURE FIGURES 
We now stock Minifigs' "Mythical 


Earth" and "Sword & Sorcery" 
ranges. Please send SAE for lists. 
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SUBSCRIBE 


OWL & WEASEL - 20p plus 6%p postage 


THE DRAGON - TSR'S fantasy gaming 
magazine — £1.25 inc. postage 


LITTLE WARS - TSR'S wargaming 
magazine — £1.25 inc. postage 


Subscriptions to all these magazines are 
available through the Workshop. Send in 
any amount over £1 (for O&W) or £2.50 
(for The Dragon and Little Wars) and you 
will be sent copies as they come out. 


il 
Heard one day from other end of phone; 
"....yeah, but what games do you two 
guys play all the time? Come out into 
the open and let's have a laugh at the 
rubbish you waste your lives with". 


OK, you asked for it: 


IAN STEVE 
1. D&D 1. D&D 
2. Baseball Strategy 2. The Warlord 
3. 1829 3. 1829 
4. Blue Line Hockey 4. Baseball Strategy 
5. Diplomacy 5. Monopoly 
6. The Warlord 6. Subbuteo Soccer 
7. Kingmaker 7. Blue Line Hockey 
8. Stalingrad 8. Diplomacy 
9. En Garde 9. Organized Crime 
10. Starship Troopers 10. Epaminondas 


First reserve: 
Stalingrad 


First reserve: 
Election 


Right cynics, pens to the ready and start 
Practicing some abuse with a letter to 
the O&W letter column. 


LUCKY LUCIFER 


+4We recently received a letter from one 
of our subscribers which included ".... in 
spite of your apparent slide to the porno— 
graphic, I refer to your distasteful joke in 
the Editorial of issue 19, I am renewing my 
© & W subs....." 

Was he serious? Assuming he wasn't, we 
now risk his wrath with S. K. Howard's 
Christmas contribution, Lucky Lucifer. 


| WARNING: This game could damage your 


health! IL++ 


Lucky Lucifer is not a game of my own design, 
nor do I know of its origin. I first heard of it 
several years ago at work. Some co-workers 
knew of my interest in games and, good fell- 
, Ows that they were, suggested it. Unlike 
themselves, however, I haven't had the cheek 
to play it. 

PLAYERS: LL is a party game for adults of 
both sexes. Normally equipped participants 
are also allowed. 

EQUIPMENT: Additional equipment includes 
one empty Pepsi bottle per player ( other soft 
drinks bottles are permissable but Pepsi 
Provides the pause that refreshes), one olive 


per player and one bucket. 


& 


MERRY CHRISTMAS 


AND A 

HAPPY NEW YEAR 
T0 ALL 

OUR READERS 


PREPARATION: The bucket is placed in the 
centre of the room with the Pepsi bottles 
ringed around it, a few feet distant at regular 
intervals. Each olive is placed atop a bottle, 
and each player then takes a position imm— 

| ediately outside the ring, with his back toa 

| bottle, nude. 

| PLAY: Players must then pick up the olives 
rectally, walk over to the bucket and....uh.. 
drop them in. Use of hand etc is not permitted 
(in touching olives or bottles), unless a player 
should drop an olive on the floor. In that event 
the player replaces it on the bottle and cont- 
inues. The game proceeds until all olives 
have been deposited in the bucket. 

WINNING: The last player to contribute (an 
olive) to the bucket becomes the LUCKY 
LUCIFER and wins the prize. The prize? He 
gets to eat the olives of course! 


4+4+S.K. Howard++ 
Competition Category: Disgusting 


+4+0h there's nothing quite like a controversial 
article to finish off a Weasel with is there? ++ 
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